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Check that all eyes are closed, Some Travellers & Fabled act.

This ability should occur at the appropriate time in the night arder. Abilities are usually ardered:
Paisoners, Protectars, Killers, Infarmation

The Philosopher might choose a character, If necessary, swap their character token, &

The Acrobat chooses a player. If the chosen player is drunk or poisoned, place the DEAD reminder. &

The Witch chooses a player. @

Do whatever needs to be done to simulate the Demon acting
Put the Lunatic to sleep. Wake the Demon.
Show the Lunatic token &point to them, then their targetis)

The Exorcist chooses a player. @ Put the Exorcist to sleep. If the Exorcist chose the Deman:

Wake the Demon. Show the THIS CHARACTER SELECTED YOU & Exorcist tokens. Point to the Exorcist,

If no one died today, the Zombuul chooses a player. &

The Lord of Typhan chooses a player, &

If the Barber died today or tonight, show the Demon the THIS CHARACTER SELECTED YOU & Barber tokens

If the Demon chose 2 players, wake one at a time. Show the YOU ARE token & their new character token.

If the Demon killed the Sage, wake the Sage and point to 2 players, | of which is the Demon,

If the Moonchild is due to kill a good player, they die a

If the grandchild was killed by the Demon, the Grandmother dies too, &

The Dreamer points to a player. Show 1 good & 1 ewil character token, 1 of which is their character.

Either nod or shake your head.

Give a finger signal.

Wait a few seconds. Call for eyes open & immediately say who died.

Mark the Leviathan with either the DAY 2, DAY 3, DAY 4, or DAY 5 reminder. @
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